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MudWings 


Description 


MudWings have thick, armored scales. They are usually earthy colors, such as 
browns, ambers, and oranges. They are most known for their flat snouts, brute 
strength, and large size. They may also have gold or amber underscales, usually 
more visible in sunlight. Their nostrils are located on the top of the snouts, allowing 
them to lay submerged in mud for long periods of time. They have thick, curved 
horns and broad, flat heads. Their eyes have been described as brown, gold, and 
amber, sometimes with brownish-yellow rings around the pupils. Their bodies are 
muscular and robust, being based on crocodiles. They are typically larger and 
stronger than dragons of other tribes. MudWings may also have odd markings such 
as dappled scales. 


Abilities 


MudWings can hold their breath for up to an hour. When they are warm enough, 
they can breathe fire. Thanks to their muscular bodies, MudWings are quite strong. 
They are capable of camouflaging into mud and dirt and may rest while partially 
submerged. MudWings can use mud to ease pain and help treat wounds. 


MudWings that hatch from blood-red eggs are immune to fire. This power fully 
activates after exposure to mud. Though fire will still hurt them, any injuries caused 
by fire will rapidly heal. If a burn is too deep or large, however, it will not heal all the 
way. This ability will not heal deep flesh wounds or internal wounds and is mostly 
limited to a dragon's scales. Fireproof MudWings may be able to survive in lava for 
short periods. When burned, a fire-immune MudWing's scales will temporarily fade 
to black before returning to the dragon's normal scale color. 


There has never been a known animus dragon in the MudWing tribe. 


Society 


Less wealthy and lowborn MudWings usually live on the outskirts of MudWing 
territory, near the Diamond Spray Delta, while the rest live closer to the center of 


the kingdom. MudWings hatch close to villages, where they learn and pick up the 
dragon language. 


MudWings live in large mud bunkhouses that house several dragons, usually 
siblings. They also tend to lie around and nap in large mud puddles. Additionally, 
MudWings are often perceived as unintelligent, although this is a stereotype. 
MudWings also have not been ambitious compared to other tribes. It has been 
awhile since they had a queen who was interested in conquering others. 


Pairings are not formal, with a breeding night once a month. Neither parent takes 
part in raising their children, and often the two partners will not know one another 
or their children in any way. MudWings lay their eggs in well-protected bunkhouses 
with mud walls and warm rocks for incubation. Eggs are left mostly alone, and 
oftentimes no adults are present during hatchings. The first MudWing dragonet to 
hatch is often the largest and is known as a bigwings. They will help their siblings 
out of their eggs. 


MudWings live in troops of siblings, with the bigwings as the caretaker and leader. 
These sib groups love and trust one another a great deal and work well as units of 
soldiers. They also protect one another and feel the loss of a sibling deeply. When a 
sibling is killed or lost, a sib group may take in another dragon who has been 
orphaned from their own group, known as "unsibs." Several unsibs may gather to 
form their own troop. 


MudWings are stereotyped throughout history as dumb. 


RainWings 


Description 


RainWings are based on chameleons. They are long and graceful, with ruffs behind 
their ears, curved horns, and prehensile tails that are used primarily for climbing 
trees and hanging in the rainforest they inhabit, like birds of paradise. When afraid, 
insulted, or angry, RainWings flare their ruffs as a sign of aggression or hostility. 


RainWings have small, round scales that can change color. Most RainWings prefer 
vivid, bright colors. They can control the color of their scales, though they often 
have a hard time stopping strong emotions from showing through. Most RainWings 
have a ‘default’ color scheme that they set their scales to when they are not 
showing emotions. RainWings' eyes can change color, and they may not be able to 
camouflage when they are afraid or in pain. RainWings are able to blend into their 
surroundings at will otherwise. 


RainWings are able to uncannily mimic the appearance of other tribes with their 
scales. RainWing dragonets develop their color-shifting scales while they are still in 
their eggs, which are pale, smooth, transparent, white. In the graphic novels, 
however, RainWing eggs are shown as opaque and rainbow-colored. 


NightWings 


The NightWing tribe previously lived on the Talon Peninsula, also known as the lost city of night, 
or the old Night Kingdom. After Darkstalker murdered Prince Arctic, the NightWings moved to 
the NightWing island off the northern coast of the Sky Kingdom and remained there until the 
NightWing Exodus. They were secretly allied with Blister towards the end of the War of 
SandWing Succession. 


A large portion of the tribe was briefly ruled by Darkstalker in the second arc. 


Description 


NightWings are based on monitor lizards. They have been described to have forked, pitch-black 
tongues, as well as dark scales which are usually black or in shades of dark green, blue, or 
purple. They also have silver, white, gray, purple, dark green, or blue underbellies, and dapples 
of silver scales running along their necks. Their wings have silver scales scattered across them 
like the stars of a night sky, forming different patterns. These patterns are genetic. NightWings 
have been described with black, dark blue, dark brown, purple, or dark green eyes. They have 
straight horns. 


NightWings can melt into shadows and blend into the night sky due to their colors and wing 
patterns. Mind readers have silver teardrop scales by the corners of their eyes. 


SkyWings 


Description 


SkyWings are based on traditional Western dragons. They have red, crimson, orange, or yellow 
scales. SkyWings typically have yellow, orange, or amber eyes, though Peril and Sky seem to 
be exceptions, due to their conditions. SkyWing scales are "jewel-hard." They also have the 
largest wings of any tribe, and long, curved horns on their heads. Most SkyWing snouts are thin 
and long, with a nose-spike, and an extra horn on their jaw. SkyWing eggs are pale red, orange, 
or red-gold. 


Most known SkyWings have stereotypically been portrayed as short-tempered, militaristic, 
grumpy, mean, and fond of violence. Clay noted that "the SkyWing soldiers looked underfed 
and they needed rest," and an unnamed MudWing in the Talons of Peace made a joke about 
how all SkyWings were either red and grumpy or orange and grumpy. 


Abilities 
SkyWings are the fastest fliers of any dragon tribe due to their enormous wings and endurance. 


They are capable of breathing fire and are considered powerful fighters. They can see farther 
and have better cold resistance than most tribes, excluding IceWings. 


According to Morrowseer, SkyWings, like other fire-breathing tribes, can hold their fire until it's at 
maximum temperature. 


A SkyWing dragonet in a twin egg may develop a condition known as firescales. This is when a 
dragon has "too much fire," causing their scales to be incredibly hot to the touch, and burn 
almost instantly. Firescales are much hotter than the average dragon's fire. This may occur 
when one twin "sucks the fire" out of the other, leaving the non-firescales twin fireless and much 
sicklier. Due to the dangerous nature of this condition, SkyWings traditionally kill dragonets 
hatched with firescales by dropping them off of tall mountains. 


Firescales dragons are immune to frostbreath and are often difficult to injure due to weapons 
melting or burning before or on contact. Frostbreath causes temporary numbness to firescales 
dragons when they are hit. Hope states that she hadn't seen a firescales dragon in a long time, 
implying that there might have been a dragon with firescales in her time. 


Animus magic 


SkyWings had animus magic during or prior to Darkstalker, and would kill animus dragonets by 
dropping them off a cliff due to possessing this dangerous power. They have not had an animus 
dragon in centuries. 


SandWings 


SandWings, also known as sand dragons or desert dragons to humans, are a Pyrrhian dragon 
tribe who dwell in the Kingdom of Sand, a vast desert along the west coast and near the center 
of Pyrrhia. They are currently ruled by Queen Thorn. 


The SandWings were the cause of the War of SandWing Succession, as the three warring 
princesses were vying for control of their tribe. Each princess had different allies — Blister allied 
with the SeaWings, NightWings, and formerly the MudWings, Burn allied with the SkyWings and 
later the MudWings, and Blaze allied with the lceWings and most of the SandWings. None of 
these alliances seem to have remained after the end of the war. 


Description 


SandWings are partly based on scorpions. They have pale yellow, pale gold, light sandy- 
colored, white-gold, light yellow-brown, or off-white scales that blend in with the desert sand. All 
SandWings have obsidian-black eyes, a spike on the top of their nose and below their ear, and 
a black forked tongue. They have short, curved horns and a sail or ridge going from the top of 
their snout to about three fourths down their tails, which have a scorpion-like stinger at the end. 
This tail barb is usually black, but may be paler on some dragons. 


SandWings may have different patterns on their scales and wings, including black diamond 
patterns, brown speckled markings, and triangle patterns on a dragon's wings. SandWing eggs 
are pale white or yellow. 


Abilities 


SandWings have scales that radiate warmth and are capable of breathing fire. They can 
camouflage with sand, sustain themselves on very little food and water, and have good hearing 
and smell. They are naturally adapted to desert conditions, better at handling heat and a lack of 
water than any other dragon tribe. They are built for long flights across the desert without 
stopping, and they are able to go for days with very little food. 


SandWings have venomous barbed tails, similar to scorpion tails. Their venom can kill a full- 
grown dragon. SandWings do not develop their tail-barb venom until they grow older, and as 
young dragonets, they have a smaller barb that has not fully developed. The cure for SandWing 
venom is brightsting cactus. 


Animus Magic 


The SandWing tribe has animus magic, though little is known about their animus dragons or 
spells they have cast. One notable animus-touched object is the Eye of Onyx, enchanted to 
reduce any SandWing who tries for the throne into dust, if she is not worthy to be queen. Jerboa 
and Jerboa III are the only known animus SandWings. 


IceWings 


IceWings, also known as ice dragons or arctic dragons to humans, are a Pyrrhian dragon tribe 
who live in the Ice Kingdom, the northwestern area of Pyrrhia which is known for its cold winds, 
freezing temperatures, and the Great Ice Cliff, which has been destroyed by Queen Snowfall, 

their current queen. 


The IceWings supported Blaze during the War of SandWing Succession, joining her alliance 
with the promise of a large portion of land near the SandWings' northern border if Blaze won. 


Description 


IceWing scales can range from silvery-gray and white colors to pale shades of blue, purple, and 
pink, intended to blend into their icy surroundings. Their coloring has been described as "silver 
like the moons," "pale blue like ice," "as pale as the moons," or "moon-white scales," and 
"scales the color of sky reflected in the snow on the distant mountain peaks." IceWings have 
dark blue or stormy gray eyes, forked blue tongues, and dark blue blood. 


The head of an IceWing is shaped like a diamond and is very narrow, with a ruff of extra horns 
behind their heads and spikes along their backs. They are lean dragons with thin, whip-like tails 
with icicle-shaped spines, ending in a very sharp tip. They have serrated claws for walking on 
ice. Some IceWings, such as Lynx, have dark freckles or markings on their faces and wings, 
although this is not too common. 


When upset, some IceWings have been shown to ruffle up the spines around their necks. They 
can handle flight distances well, but are weaker when subjected to heat. 


Abilities 


IceWings can withstand subzero temperatures and very bright light. They have serrated claws 
for gripping slippery ice, which was described as "ten times sharper than normal claws" and "like 
getting clawed four times with each claw instead of once" when used offensively. They are also 
known for having sharper eyesight than the other Pyrrhian dragon tribes. Their scales emit an 
icy-cold chill, which can freeze tiny drops of water on their bodies. They can also exhale a 


freezing weapon called frostbreath, also known as "freezing death breath" by the dragonets of 
destiny. 


Frostbreath appears as a cloud of sparkling smoke, and can cause limbs to fall clean off from 
frostbite. The only known direct cure is the gift of healing, a set of narwhal horns enchanted by 
Queen Diamond to heal accidental frostbreath injuries. In other cases, fire or related heat- 
emitting liquids are used to melt the ice. 


It forms ice crystals where it makes contact with dirt, and can be used to extinguish fires. An 
IceWing can be prevented from using their frostbreath for a short time by raising their body 
temperature either via a warm environment or manually heating them up (hot metal, fire, etc.), 
similar to MudWings, but reversed. Fjord's scales have been seen "melting" while in the arena, 
which could indicate that IlceWings' scales cannot withstand the heat. A dragon affected by 
frostbreath will first feel freezing pain, shocking the affected area into paralysis, and is quite 
painful for the first few seconds until the area becomes numb. Victims of frostbreath will 
sometimes become unconscious, which can be treated with water and hot coals. 


A fire-breathing dragon could survive having frostbreath shot down their throat for a short time, 
but the only Known way to survive after sustaining internal frostbreath injuries is by staying 
immersed in lava. Internal frostbreath injuries can eventually overwhelm a dragon if they leave 
their lava. This is shown in Battlewinner's case. 


Dragons hatched with firescales cannot be hurt by frostbreath, though an impacted area may be 
numb for some period of time. 


IceWings have sharp, glittering, and bright minds that are hard to read. Groups of IceWings will 
"reflect" off of one another and become even more difficult to read. 


IceWings have trouble scenting things properly in more crowded environments like forests or 
towns. This may be due to how they are hatched in tundras, where many of the common scents 
are covered by the scent of snow and the small variety of animals that lived there. 


Animus Magic 


IceWings were once known for having more animus dragons than any other tribe, as well as 
having magic the longest. These dragons were carefully bred into the royal family and 
monitored extremely cautiously, with strict rules for the use of their powers to keep their soul 
from turning evil. IlceWing animus dragons were only permitted to use their power once, for the 


benefit of the tribe, at the gifting ceremony on their seventh hatching day. Some animus 
IceWings went against the rules, such as Queen Diamond who used her power three times — 
once for her normal animus gift, the gift of healing, once for the gift of vengeance (the Diamond 
Caves), and once to enchant the IceWing crown to make the wearer hate NightWings as much 
as she had. IceWings host a test similar to the SeaWings' Talons of Power ceremony to find 
animus dragons. 


The IceWings' line of animus dragons ended when Arctic, the last known IceWing animus, ran 
away with Foeslayer to the Night Kingdom, leading the IceWings to believe that the NightWings 
stole their precious magic. 


Animus Gifts 


e The gift of compromise: This gift is a scepter, carved from dark blue rock and set with 
little diamonds, which reminds Snowfall of NightWings. It is unknown what its purpose is. 


e The gift of defense: The Great Ice Cliff, a wall on the border of the Ice Kingdom that 
shoots icicle spears at anyone who isn't an IceWing. This feature was first seen when 
one of Blaze's soldiers attempted to cross it. lceWing hybrids can also cross the cliff, as 
stated by Typhoon, a SeaWing-IceWing hybrid. Queen Snowfall intends to tear it down 
after punching a hole in it at the end of The Dangerous Gift. 


e The gift of diplomacy: Three bracelets that allow the wearer to get over the Great Ice 
Cliff despite their tribe and keep the wearer warm in the Ice Kingdom, as well as a 
heated dome near the SandWing border, so they don't need to wear the bracelet; 
created by Penguin. These bracelets were stolen by NightWings, however, and have 
been lost for about two thousand years. 


e The gift of elegance: An enchantment on the IceWing palace that makes the inner walls 
mimic the weather outside. 


e The gift of healing: Queen Diamond's first official tribe gift. She enchanted a set of 
narwhal horns to cure any IceWings of frostbreath wounds. 


e The gift of light: A tree made of ice, the Moon Globe Tree, enchanted and hand-carved 
by Frostbite. The tree grows moon globes which, once picked from the branches, hover 
over the shoulder of the dragon who picked them and cast a soft glow. They also have 
different brightness settings that can be changed by rotating the globe. Glory wanted a 
cutting to grow in the rainforest. 


The gift of order: A wall that shows every aristocrat IceWing's name and their current 
ranking. The names can be slid around like abacus beads if the IceWing rises or falls in 
rank. Dead IceWing names can be scratched out. There are Circles for each rank, with 
two different systems for adults and dragonets. There is an alcove in the wall set aside 
for the IlceWing queen, and the queen must consider that all IceWings on the Gift of 
Order are important to the Kingdom. The queen must also reorder the ranks of the 
dragons in the IceWing palace every night. It was destroyed at the end of The 
Dangerous Gift by Snowfall. 


The gift of splendor: The main IceWing palace, enchanted by animus twins to grow from 
the ground and never be cracked, melted, or harmed in any way from the outside. 


The gift of stealth: A pair of pale silver wristbands set with diamonds that can make one 
or more dragons invisible. Snowfall uses it to disguise her army when she first meets the 
dragons from Pantala, then later to catch Crystal and Sky, on two separate occasions. 
They were given to Sundew when she left with the stealth group for Pantala. 


The gift of strength: A delicate and elegant tiara, which is smaller than the IceWing 
crown, and gives immense strength to the wearer. Snowfall used it in The Dangerous 
Gift to destroy part of the Great Ice Cliff and then the entirety of the gift of order. 


The gift of sustenance: Three ice holes on the outskirts of the Ice Kingdom where if a 
dragon sticks his or her claws into it they will always catch a seal. Winter thinks it is 
narrow-minded because it is built only for the lower ranks; any dragon who cared about 
their ranking wouldn't accept food which came so easily. 


The gift of understanding: Only part of this gift is available in the Forbidden Treasury, a 
piece of unwearable silver. It is unknown what its purpose is. The gift is connected to a 
story Tui has not finished yet. 


The gift of vengeance: The Diamond Caves were Queen Diamond's second animus gift, 
enchanted so that anyone who touches Foeslayer (a NightWing locked inside with 
animus-touched shackles) with a diamond-tipped spear can kill her (used for the 
Diamond Trial). The shackles that bound her were enchanted to refreeze her and revive 
her each time she was killed. The only way to remove the shackles was to breathe 
frostbreath on them (Queen Diamond added this to the enchantment in case the 
IceWing tribe needed Foeslayer as a bargaining chip, but thought that no IceWing would 
ever even think of freeing her). Together, they were created because Queen Diamond 
was not satisfied with killing Foeslayer just once, and instead wanted her to suffer for all 
eternity. 


The gift of vision: The gift of vision is an animus-touched ring by the IceWing animus, 
Opal. It is enchanted and only shows up for certain queens who aren't ready or need to 
be taught a lesson to become more open-minded. The wearer cannot take this ring off 


until they have fully learned their lesson. It allows the wearer to see visions through other 
dragons while the wearer themselves is sleeping, which makes them more open-minded 
towards other dragons' situations and circumstances. It is a silver ring with a big opal 
gem in the middle, and it cannot be destroyed. This is shown when Snowfall tried to ask 
Luna for assistance to burn off the ring with her flamesilk, or when she was slamming it 
on the rock. 


SeaWings 


SeaWings, also known as sea dragons or ocean dragons to humans, are a Pyrrhian dragon 
tribe that currently reside in the Kingdom of the Sea. Currently, they are ruled by Queen Coral, 
and speak both Aquatic underwater and Dragon when they are not in the water. 


The SeaWings were allied with Blister during the War of SandWing Succession until the 
bombing of the Summer Palace, which caused them to flee to the Deep Palace, breaking their 
alliance with Blister. They were previously allied with the MudWings until the assassination of 
their SeaWing Commander Tempest. In the time of Darkstalker, they had an Island Palace for 
diplomatic meetings and parties with dragons from other tribes. It was abandoned after the 
Royal SeaWing Massacre where Albatross lost most of his soul and went mad, resulting in the 
killing of many SeaWings and Queen Lagoon. 


Description 


SeaWings are considered short in height. They have long, compact bodies with short legs. They 
have curved horns, a slender, curved snout, and two barbels on the underside of their jaw. In 
the graphic novels, they also have ridges on the top of their heads. Their tongues can be forked 
or non-forked. They have webbed spines along the backs of their necks to the tips of their tails, 
as well as on their chests. SeaWings have webbed talons with hooked claws, as well as long, 
powerful tails. They have gills on the sides of their necks that allow them to breathe underwater. 


SeaWings commonly have scale colors in the ranges of blues and greens, including indigo, 
green-gray, blue-gray, and blue-green. Although rare, dragons may have pink or yellow-green 
scales and/or webbing membranes. Black spiraling patterns, like those shown in Nautilus, may 
also be present. In the sunlight, their scales may look like glossy emeralds and sapphires. 
SeaWings usually have eyes that are some shade of blue or green. 


SeaWings have glowing stripes along their faces, bodies, and wings. Members of the royal 
family have glowing spiral and starburst markings on the undersides of their wings, while most 
non-royal SeaWings have smaller starbursts and no spiral patterns. 


SeaWing eggs are green or blue, and have striped or swirl-like patterns. They are kept 
underwater in warm hatcheries, as warmth (especially right before hatching) is important. They 
are heavy, especially soon before they hatch. 


Diet 


SeaWings mainly eat raw fish and other aquatic creatures such as whales, squid, octopi, turtles, 
and sea snails, while lower class SeaWings eat eels, though this is stated insultingly. SeaWings 
may also prepare soup, stew, and roasted seagull, usually for guests from other tribes. 


In the time of Darkstalker, royal SeaWings prepared coconut rice, tuna rolls, macadamia treats, 
and a mango-lime drink. Humpback stated that many years prior, dragons in his timeline ate 
scavenger sashimi every afternoon. Fathom mentioned that SeaWings sometimes consume 
sharks, though dragonets are taught to be careful of them until they are full-grown. 


Queen Coral has forbidden the consumption of dolphins because she believes that they might 
be distantly related to dragons, though Tsunami thinks it might because the queen is afraid that 
somebody might catch and kill Anemone by mistake. 


Abilities 

SeaWings have gills, exceptional night vision, and powerful tails. They are able to breathe and 
see underwater and use their tails, wings, and webbed talons to swim. Their claws are curved 
like fishhooks to help them swim, and their tails can be used to batter opponents or create huge 
waves. SeaWings often ride currents to travel the ocean faster, and they prefer to alternate 
swimming and flying when traveling long distances. Physical wounds, such as burns, can be 
healed by ocean water. 


The bioluminescent stripes on a SeaWing's body are used to converse underwater, as well as 
to attract partners. They can control when the stripes on their bodies glow and can light up each 
one individually. Different combinations of stripes indicate different words in Aquatic. 


SeaWings can be driven mad if dehydrated from water. Dehydrated SeaWings appear insane 
and have barely any consciousness to what they do. Gill is the only known SeaWing for this to 
have happened to. 


Animus Magic 


Animus magic is present in the SeaWing royal bloodline. There are no rules on how much 
magic a SeaWing can use, and animus dragons are often controlled closely by the queen of the 
tribe. Animus magic was the origin of the Royal SeaWing Massacre, after which an 
unsuccessful attempt was made to wipe animus magic from the tribe's bloodline and make its 
use illegal in the Kingdom of the Sea. 


BeetleWings 


BeetleWings, along with the LeafWings, were the first settlers of Pantala. They were eventually 
bred into extinction after the arrival of Clearsight, splitting them into the HiveWings and 
SilkWings around 4,500 AS. They were first introduced unnamed in The Lost Continent and 
were formally mentioned in The Poison Jungle. 


Description 


BeetleWings were described to have four wings like butterflies, beetles, or dragonflies. All 
known BeetleWings had bright colors, similar to SilkWings. Clearsight thought they were more 
beautiful than even RainWings. Only two pure blooded BeetleWings have been mentioned in 
the series so far: Sunstreak and a small unnamed lavender BeetleWing dragonet Clearsight 
saw in a vision. When hatched, BeetleWings grow up without wings for a few years, then get 
them later, very similar to SilkWings. 


Abilities 
Like their HiveWing descendants, some BeetleWings had insect-like powers. They were 
rumored to have antennae and an ability to shoot venom from their fangs, similar to RainWings. 


In Sequoia's retelling of the Legend of the Hive, it was mentioned that they used flamesilk to 
burn bees out of the sky. 


LeafWings 


LeafWings are one of the three tribes, alongside SilkWings and HiveWings, that inhabit the 
continent of Pantala. They are the only living tribe that was mentioned in the Legend of the Hive, 
the other (extinct) tribe being the BeetleWings. The LeafWings typically have green and brown 
scales, sometimes with accent colors such as gold and red mixed among the green and brown. 
They have distinctive leaf-shaped wings. It is rumored that LeafWings can absorb sunlight, like 
RainWings can. Most are said to be accomplished gardeners, which most likely comes from the 
rumors that some have a strange control over plants, an allusion to the tribe's special leafspeak 
abilities. During the events of the Tree Wars (and in present day Pantala), the LeafWings were 
ruled by Queen Sequoia. 


In The Lost Continent, many SilkWings and HiveWings believed the LeafWings had been 
exterminated during the Tree Wars, although a few believed that they were still alive. Many of 
the Hives are filled with propaganda posters depicting LeafWings as vicious, cruel, and 
terrifying. Ex-Queen Wasp antagonized them so much that most of the trees, believed to be 
symbolic of the LeafWings, were destroyed after the Tree Wars, and trees were banned by 
HiveWing law from being included in artwork. This is most likely because Wasp believed the 
trees gave power to the LeafWings. 


In The Hive Queen, Sundew stated that the PoisonWings were planning to restart the Tree 
Wars, and that the surviving LeafWings currently live in the Poison Jungle. They began their 
mission by burning Bloodworm Hive. 


During the end of The Flames of Hope, most of the LeafWings were said to reside within the 
LeafSilk Kingdom. 


Description 


LeafWings can be various shades of green and brown, even to the point of being nearly black in 
color. They can also sometimes have golden or pinkish red streaks over their bodies and wings. 
They have webbed spines along their neck and back, similar to that of a SeaWing's. The 
webbing along their back splits into individual pieces near the base of the tail, which are shaped 
like leaves. Their snout is slightly curved, with a raised ridge on the tip. 


LeafWings have a flat plated tail, ending in a leaf-shaped oval at the tip. Their wings are leaf- 
like, playing directly into their namesake. They are also slightly transparent, with veins in the 
webbing and rounded edges. Their horns appear to be skinny, curved, and flat-ended, and the 
scales above their eyes continue over the top of their horns, giving it a partially plated look. 


Their scales are uneven and vaguely resemble chloroplasts and plant cells. They have a plated 
underbelly and a slender body shape. Their legs seem to be slightly short and thin. Their eyes 
can be green or brown. 


The PoisonWings have been seen carrying leaf or grass pouches containing deadly plants and 
insects. These pouches are attached to the dragon's body with harnesses made out of vines, 
leaves, or grass. 


Diet 


The sun gives LeafWings energy, allowing them to eat infrequently. They consume animals in 
the Poison Jungle, such as panthers and capybaras, and fruit such as mangoes. LeafWings 
also consume insects like as grasshoppers and snails, usually as a snack or treat. They have 
also been confirmed as somewhat autotrophic. Sundew feeds Bumblebee mangoes, capybaras, 


and snails, which shows that LeafWings are omnivorous. Sundew also ate a bowl of taro and 
sugared grasshoppers, which may imply that some LeafWings can cook. LeafWings eat 
chocolate. 


Abilities 

LeafWings can absorb energy from sunlight, similar to RainWings, and are accomplished 
gardeners. They may possess leafspeak, which allows dragons to talk to plants. Leafspeakers 
may convince plants or seeds to grow at an accelerated rate, grow in a certain way, or convince 
the plant to attack a specific target, though they cannot produce them from nothing. As 
leafspeak is genetic, selective breeding may be employed to achieve stronger leafspeak 
abilities; two leafspeakers may produce a dragonet with stronger leafspeak than either of them. 


Most LeafWings appear to have exceptional knowledge over plants and insects, using bugs and 
plants as weapons against other dragons. Some LeafWings can swim. 


SilkWings 


SilkWings are one of the three tribes that reside on Pantala, the other two tribes being 
HiveWings and LeafWings. They have colorful wings like butterflies' and can produce silk from 
glands on their wrists. 


Some SilkWings are hatched with a special power known as flamesilk, allowing them to produce 
a type of flaming silk that can be used to create glass and flamesilk lanterns, however, they can 
only produce flamesilk after their metamorphosis. The last SilkWing queen was Queen Monarch 
at the time of the Tree Wars, and the tribe was ruled by Queen Wasp after the Tree Wars until 
the ending of The Flames of Hope, where a group known as the SilkWing Assembly currently 
governs them. Their current territory is the LeafSilk Kingdom, which they share with the 
LeafWings and some HiveWings. They are descended from the BeetleWings. 


Description 


SilkWings have gem-like scales and have small spines running down their back to the tip of their 
tails. Their scales appear to be somewhat iridescent, similar to NightWing scales. Like 
RainWings, they have slim bodies and curved horns that are almost identical in shape, but 
much longer and thinner. There is also a set of antennae on the brow above the eyes. A ridge 
above their eyes runs over their horns, giving SilkWings a plated appearance. 


SilkWings are hatched without any wings. When they turn about 6 years old, they will undergo a 
Metamorphosis. After a few days, they will come out of the cocoon with their wings. SilkWings 
have two pairs of wings, one pair smaller than the other, with membranes that have rounded 
edges. SilkWings have butterfly-like wings, which appear similar to butterfly or moth wings in 
shape. Their wings also can have spots and other patterns on them. The bigger pair of wings 
appear to have four digits that the membrane is stretched between. The smaller pair of wings 
are attached slightly below the larger pair and have two digits. According to Tui on the Wings of 
Fire Forums, SilkWing wings are just as strong as any dragon's wings, rather than weak like an 
insect's wings. 


SilkWings can be any color under the sun except black, such as olive green, aquamarine, 
lavender, indigo, amber, orange, dark purple, peach, gray, and red. They sometimes have 
darker accent colors on their scales. The wing's membranes appear to be different colors too, 
as well as certain segments between the digits being a different color than the rest of the wings. 


Abilities 

SilkWings can use their antennae to sense vibrations in the air, and are able to predict the 
weather. At six years old, SilkWings undergo Metamorphosis. They enter a cocoon for about 
three days, emerging with two pairs of wings and silk glands in their wrists. Metamorphosis is 
preceded by aching wing buds, experiencing a nervous and fuzzy feeling, and itchy silk glands. 
Swordtail notes that SilkWings are great climbers. They have a precise internal clock to keep 
their days on schedule and warn them when the rainy season is coming. This clock needs a 
little while to adjust when a SilkWing travels a long distance. 


FlameSilk 


Some SilkWings have the ability to produce flamesilk. Flamesilk is used by the HiveWings to 
create glass and illuminate inside of the hives, though different types can be made for different 
purposes, including a type that emits heat and does not burn the holder. Flamesilk dragons 
cannot be burned by flamesilk, but they are not immune to regular fire. This ability is genetic, 
and if one parent is a flamesilk, their offspring have a fifty percent chance of being flamesilk as 
well. Cricket notes that flamesilk is expensive, and that a single strand can last a whole moon 
cycle. 


According to Luna, there are five types of flamesilk. 


1. Gold Silk: Gold Silk just like regular silk, only it shimmers with a golden color. It doesn't 
glow or burn. 

2. Firefly Silk: Firefly Silk gives off a little bit of light, "like holding a firefly in your talons", but 
it doesn't burn. 

3. Glow Silk: Glow Silk feels a little warm and glows brighter, closer to normal fire, but it 
doesn't hurt. 

4. Blaze Silk: Blaze Silk can burn and hurt non-flamesilk dragons. Luna thinks that blaze 
silk is the kind found in most lanterns. 

5. Sun Silk: It is extremely bright and so hot it can burn through stone. Luna says to put it 
out, you must drown it in water. Luna can only make a little bit at a time. 


HiveWings 


HiveWings are one of the three tribes that reside on Pantala. HiveWings were formerly the 
dominant tribe of Pantala, as they enslaved the SilkWings and previously almost exterminated 
the LeafWings during the Tree Wars. 


They are currently ruled by Queen Jewel. HiveWings are descended from BeetleWings, with a 
small amount of NightWing genes from Clearsight, who is the common ancestor of all the 
HiveWings. 


Description 


HiveWings have slender, strong, sharp and muscular bodies. They have four thin, clear and 
segmented wings. Their wings are similar to dragonflies and also some other similar insects. 
They are primarily based on wasps, but suggested to be inspired by bees and some other 
varieties of beetles and insects. According to the description in A Guide to the Dragons of 
Pantala, HiveWing scales can be red, yellow and/or orange. They always have some black 
scales mixed in due to their NightWing genes from their shared ancestor, Clearsight. Some can 
even be almost completely black in color, for example, Hawker and Bombardier. Some can also 
be shades of green like Treehopper. 


HiveWings have a slightly compact face, with a small axe-like ridge on the tip of their snout, and 
a larger curved ridge on their foreheads. Some HiveWings, such as Katydid, Sandfly, and 
Scarab have freckle-like scales or splash-like splotches of scales like Cricket. Mentioned eye 
colors include black, dark orange, brown, red, amber, yellow-gold, and green. 


Blue mentioned that HiveWing eyes had a "green-yellow-orange glow". HiveWings have a pair 
of long, curved, and smooth-looking horns that raise slightly above their head, tips curving 
slightly forward, giving them an almost regal appearance. Long, thin spikes go down their 
spines, to the tip of their tails, which have a slightly larger spine. They might also have wrist 
spikes. Some hatch with stingers in their wrists or tails, which will also come with poison or 
venom. HiveWings have been seen to have dark green blood, although this may be unique to 
Wasp, as she was in connection with the Othermind for about 50 years. 


Abilities 

According to the Pantalan dragon guide, the HiveWings' powers can vary from dragon to 
dragon, though many do not have any powers. These abilities are genetic and can be passed 
down. Their abilities include deadly stingers extending from their wrists, venom or a paralyzing 
toxin known as nerve poison in their claws, stingers, or teeth. Boiling acid that can be shot from 
a stinger on their tail, and emanate a horrible stench said to smell like dead rotting things 
pickled in sulfur. 


Swordtail described the paralyzing toxin as "fire burning every nerve in your body" and when it 
wears off, "all you want to do is run or fly or even blink, but you cannot move a single muscle 
until the toxin wears off." A dragon paralyzed by HiveWing venom can be unparalyzed when 
given a strong stimulant. Some guards were assumed by Blue to be able to shoot poisonous 


darts from their tails. Similar to SilkWings, HiveWings also have a precise internal clock which 
was described to keep their days on schedule and warn them when the rainy season is coming. 


Wasp, the former HiveWing queen, could also control the minds of any HiveWing whom she 
had injected with the breath of evil. This plant was kept in her off-limits, personal greenhouse 
garden. HiveWings are said to have pure white eyes when under the mind-control and moved in 
eerie unison. Katydid described the feeling as having an unstoppable urge to do what the 
Queen makes them, similar to being hypnotized. 


BIBLIOGRAPHY/ACKNOWLEDGEMENTS 


Wings of Fire Wiki(FANDOM) - https://wingsoffire.fandom.com/f 


Wings of Fire Wiki(Google Sites) - https://sites.google.com/washk12.org/wingsoffirewiki/nome 


Tui T. Sutherland(Author of “Wings of Fire”) - 
https://www.goodreads.com/author/show/374504.Tui_T Sutherland & https://tuibooks.com 


